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[ Abstract

Game industry will be one of the fastest developed industries in the 21st century. It is the
outcome derived from the development of hardware such as the accumulated technology and
computer in the 20th century. The development of computer graphics and hardware technique
has let games have more realistic expression. The reality shown in games has influences over
the movement of 3-dimensional game character as well as its background. The animation of
character has been influenced by animator’'s level of skill, but it was problematic to have
unnatural movement and long-term production time. In this regard, this study will compare the
most widely used animation techniques such as Key-Frame method and Motion-Capture
method each other and try to figure out which one is the most appropriate and effective method
in 3 dimensional game character animation.
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